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"THE COMPANY IS NOW HIRING! You'LL HAVE 


YOUR VERY OWN SHIP, YOUR VERY OWN CREW. 
YOUR JOB, COLLECT WORTHLESS GARBAGE TO 
RETURN TO THE MAIN DESK. IT's EAsy!" 


Rather than a mysterious entity of unfathomable powers, 
or a great horror hailing from realms beyond, your patron is 
instead something far worse... A corporation. 

For whatever reasons only you can possibly know, you have 
formed a contract with this unrelenting interplanar 
organization; being tasked with the collecting and delivering 
of items into their ever-expanding treasury. 

..It is too late to turn back now. Gather your allies, ready 
your gear, and venture forth to find the assets you need. 

For the Company. 


ASSIGNED SPELL LIST 


The Company grants you access to an expanded list of spells 
when you learn a warlock spell. The following spells are 
added to the warlock spell list for you. 


COMPANY ASSIGNED SPELLS 
Spell Level Spells 
Ist Identify, Heroism 
2nd Find Traps, Gentle Repose 


3rd Motivational Speech, Call Lightning 


Ath Fabricate, Locate Creature 
5th Legend Lore, Raise Dead 


GREAT ASSET 


Starting at 1st level, the Company trusts you to fulfill 
the job you were hired for. 

Once per day, you can use an action to summon a Shop 
Counter on a wooden, plaster, or stone wall you can see 
within 30 feet of you; remaining there for the next 10 
minutes. The counter is 10 feet wide, 6 feet tall, and 8 feet 
deep; presenting a small hatch on its center and a tiny call 
bell on its corner. 

A total of 100 Ib worth of objects can be stored within the 
counter’s space, regardless of their sizes. Once items have 
been placed in the counter, a creature within 5 feet of the 
call bell can press it as an object interaction on their turn. 

At the start of that creature’s next turn, a large tentacle 
emerges from the hatch to quickly grab all the stored items, 
pulling them inside the wall You are then granted a number 
of Company Credits equal to the total of gold coins accrued 
by the haul (use half the market price for each item sold). 

Starting from 3rd level, while the counter remains, if the 
call bell is pressed a total of 5 times within 1 minute, all 
creatures within 20 feet of the hatch are treated as being 
under the effects of the Evard's Black Tentacles spell, lasting 
for 1 round. Friendly creatures (including yourself) take 
double damage from these effects. This event can only be 
triggered once per summoning of the counter. 


MISSION TERMINAL 


Also at 1st level, you are provided with the resources 
necessary to capitalize on your own success. 

As an action, you can summon a Terminal Console on an 
unoccupied space within 10 feet of you, which stays in place 
for the next minute. The console is an indestructible object, 
and cannot be forcibly moved from its location. 

While you are within 5 feet of it, you can interact with the 
Terminal as an action on your turn. Accessing it allows you to 
expend your currently owned Company Credits to buy a 
series of unique items, as seen in the Company-Approved 
Magitech Devices table; detailed further in this document. 

Once you expend credits in this way, a Large-sized 
Drop Pod containing the items you bought is sent to your 
approximate location after 1 minute, landing on an 
unoccupied space of the DM’s choice within 50 feet of you. 
The Drop Pod automatically opens itself when a creature 
comes within 5 feet of it, releasing all stored items on the 
ground. Regardless if it's opened or not, the Drop Pod returns 
to where it came from 1 minute after landing. 

Any company items bought with credits last until your next 
long rest, after which they break down and become unusable. 
Regardless of their state, these items cannot be sold at the 
Shop Counter. Once you've summoned the Terminal, you 
can't do so again until you finish a short or long rest. 


=" HERE COMES THE Loot! 


While the exact location is left to the DM’s 
discretion, the Drop Pod will always arrive ina 
space within 50 feet of you. If you are currently 

in aclosed environment, such as a castle or 
underground cave, then the Drop Pod will forcibly 
make a pathway to reach its designated landing 
spot. Such a forceful arrival could result in a visible 
hole on the castle’s roof, or a long tunnel on the 
cavern’s ceiling. The exact details (and resulting 
consequences) of this event are left to the DM’s 
discretion. Additionally, if they deem it appropriate, 
your DM can have the Drop Pod be constantly 
emitting a distinct company jingle, audible out 

to 100 feet. 


PROFIT QUOTA S 


At 6th level, the Company officially recognizes your progress, 
beginning to place higher expectations as a result... 


< SKILL ADVANCEMENT > 
You are granted the following benefits: 


e All options from the Assigned Spell List (for which you 
have the required spell slots) are automatically added to 
your list of spells known. 


e When exchanging objects for credits in the Shop Counter, 
the selling value of each individual item is now equal to its 
full market price. 


<« RISING ESCALATION > 
Beginning when you gain this feature, choose a specific time 
of the day. Starting from that time on the following day, you 
are given a deadline of exactly 3 days to meet the Company’s 
Quota Requirement. 

Your starting Quota is always 100. At the end of the 
deadline, you are forcibly teleported to the Company's private 
world in order to have your performance evaluated; being 
returned to your original location after 1 minute. If the total 
amount of gold pieces given to the company during the 
deadline period (through the selling of items) is equal to or 
higher than your current Quota, your performance is deemed 
acceptable and you pass the evaluation; being granted the 
effects of the Greater Restoration spell. You are then given a 
new Quota equal to double the amount of the previous one. 

In the case that you fail to meet your current Quota, 
the Company puts you through their Disciplinary Process, 
hurtling your body through the Far Realm before transporting 
you back to your original location. After you return, you take 
4d10 psychic damage and gain 1d4 levels of exhaustion, as 
you reel from the horrific experience. Alternatively, you may 
choose to take no psychic damage and gain 1d6 levels of 
exhaustion instead. 

Once you are put through a Disciplinary Process, your 
Quota Requirement is reset to 100, and all previously bought 
company items (that were still usable) immediately break 
down. 


SWING OF THINGS 


At 10th level, you've fully learned the ins and outs of 
managing this job, gaining the following benefits: 


e At the end of a deadline, you can designate a new time of 
the day for your next performance evaluation. 


e After ordering items through the Terminal Console, the 
Drop Pod now lands on a space of your choice within 60 
feet of you. If the space is occupied by a creature, they 
take 2d8 fire damage and 2d8 bludgeoning damage as 
they are shunted to the nearest unoccupied space. 


e Items bought with credits through the Terminal now last 
for a total of 3 days. Starting from 16th level, they last until 
you fail to meet a Quota Requirement. 


TECHNOLOGY? IN MY FANTASY WorLD? 


For the sake of preserving your campaign’s 
immersion, it is recommended that this archetype 
be used in a setting where the spread and influence 
of magitech are already prevalent. After all, if the 
characters are adventuring in a world without 
firearms, artificers, or complex contraptions; then 
surely things like terminals, drop pods and 


teleporters wouldn’t be possible. 

In the case that this is not viable, another option is 
to try reflavouring this subclass’s abilities into 
more fantasy-oriented concepts, such as replacing 
the drop pod with a summoning circle, using a 
mystic grimoire as the terminal, having the counter 
be an Illithid merchant; and so forth. 


RANK PROMOTION 


At 14th level, you attain the highest rank of prestige available 
to employees, gaining access to the greatest asset the 
Company can provide: Your very own Astral Ship. 

You can perform a 1 hour ritual to summon the Astral Ship 
on an unoccupied space within 60 feet of you, which can be 
done during a short or long rest. The ship is a Huge vehicle 
made of metal, weighing 600 pounds. It can fit up to 6 
Medium or smaller creatures inside, and its entrance can be 
closed by one of the passengers with an object interaction. 

While the entrance is sealed, the ship is airtight and 
watertight. Nothing — not physical objects, energy, or other 
spell effects — can pass through the ship's walls, in or out; 
though creatures inside can still breathe there. The ship is 
immune to all damage, and a creature or object inside can't 
be damaged by attacks or effects originating from outside, 
nor can a creature inside the ship damage anything outside it. 
The doors can stay closed for a total of 1 minute, after which 
they are forcibly rendered open. Once this happens, the doors 
cannot be closed again until 1 hour has passed. 

If the Terminal Console is summoned inside the ship, it 
stays there indefinitely, until you summon it again, or until 
you die. While accessing the Terminal inside the ship, you 
may expend 1000 credits to cast either Teleport or Plane 
Shift as a ritual without requiring material components. 
Starting from 18th level, you can expend 1000 credits to 
cast Gate as a ritual without requiring material components. 
When casting any of these spells through the ship in this way, 
the ship is transported along with any creatures and objects 
inside it. 

You can only have one Astral Ship at a time, and can’t 
summon another while your current one is present. If you 
die, the ship returns to where it came from at the end of the 
current Quota’s deadline. 


NOTE: Although the Astral Ship is a vehicle, it has no way 
to be piloted aside from the casting of transportation spells 
through the Terminal Console. 


CORPORATE INVOGATIONS 


When choosing an eldritch invocation, the Company provides 
their employees with access to these exclusive new options. 


MISSION CONTROL 


Prerequisite: 3rd level 
The Terminal Console lasts for 1 hour after being 
summoned, instead of 1 minute. 


ITEM SCANNER 


Prerequisite: 3rd level 

You can use your bonus action to perform a quick scan of 
your immediate surroundings, targeting a 15-foot square in 
front of you. You are then immediately alerted of any Medium 
or smaller objects present within the area that possess a 
monetary value of at least 1 gp. 

This feature allows you to detect the presence of an item, 
but doesn’t give you any information about items that are 
unknown to you. 


OUTFIT SELECTOR 


Prerequisite: 3rd level 

While accessing the Terminal Console, you can summon a 
clothing hanger on an unoccupied space within 15 feet of 
you. The hanger can contain up to 5 clothing items of your 
choice between Common Clothes, Robes, Fine Clothes, 
Costume Clothes and Traveler's Clothes. The hanger and all 
items taken from it disappear at the start of your next long 
rest. Once you've used this invocation, you can't do so again 
until you finish a long rest. 

Starting from 5th level, a clothing item acquired through 
this invocation can be used as a Disguise Kit. Starting from 
7th level, wearing a clothing item acquired through this 
invocation grants the wearer a+1 bonus to Charisma ability 
checks and saving throws. 

If summoned inside the Astral Ship, the hanger and any 
clothes taken from it remain indefinitely, until you summon 
the hanger again, or until you die. 


OVERTIME BONUS 


Prerequisite: 6th level 

If the total amount of gold pieces accrued at the end of a 
deadline exceeds your current Quota, you are granted an 
additional number of credits equal to that excess difference. 
Example: If your current Quota is 500, and you've given the 
Company a total of 550 gp at the end of the deadline, you 
gain an Overtime Bonus of 50 credits; receiving a total of 600 
credits during that period. 


IMPROVED ITEM SCANNER 


Prerequisite: 6th level, Item Scanner invocation 

When performing a scan of your surroundings, you are also 
given the current market value of any items detected by you. 
The exact details of numbers inferred through this feature 
are left to the DM’s discretion. 

Additionally, you may cast the Identify spell once without 
expending a spell slot, regaining the ability to do so when you 
finish a short or long rest. 


OBSERVATION DUTY 


Prerequisite: 9th level 

While accessing the Terminal Console, you may cast 
Arcane Eye through it without expending a spell slot, and 
without requiring concentration. When casting it in this way, 
the eye can only be summoned on the location of an allied 
creature within 100 feet of you. 

Once summoned, the eye automatically follows that 
creature’s movement, rendering you unable to move it 
manually. It also gains the ability to perceive any creatures 
within 30 feet of it, even if they are standing behind a solid 
barrier (invisible creatures are immune to this). 

You may use this invocation a total of 4 times, regaining 
expended uses when you finish a long rest. 


EXPANDED STOREFRONT 


Prerequisite: 12th level 

The Teleporter and Inverse Teleporter are added to the 
list of items you can buy while accessing the Terminal 

When buying one of them through the Terminal, you can 
pay double the standard cost to have the item immediately 
summoned on a space inside the Astral Ship, instead of being 
delivered through the Drop Pod. 


CHARGING STATION 


Prerequisite: 18th level 

While inside the Astral Ship, a creature can expend a spell 
slot of 5th level or higher to restore the usability of any non- 
consumable company item which had become unusable. This 
does not prevent the item from becoming unusable again. 


<q COMPANY-APPROVED MAGITECH DEVICES 


"ITEM #=COST =SIZE "WEIGHT «PREREQUISITE "PROPERTIES 
Flashlight 5 Tiny — This item can emit bright ree in a 20-foot cone, and dim light in a 40- 
credits foot cone in front of you. The light can be toggled on or off on your turn 
(no action required). 
Spray Paint 5 Tiny — — As an action, you can use this item to make a color, small mark, or 
credits symbol appear on an object, surface or creature within 5 feet of you. 


The paint stays there for 1 hour, or until it is cleaned off. If you repeat an 
appliance on the same target a total of 5 times, the paint remains there 
until it is cleaned. You can use this item a total of 20 times, after which 
it becomes unusable. 


Combat 10 Small 6 Ib. This item functions as a simple weapon with the Two-Handed property, 
Shovel credits dealing 1d12 bludgeoning damage on a hit. 

Walkie- 15 Tiny 1/4lb. — The Walkie-Talkie can be toggled on or off as an object interaction on 
Talkie credits your turn. While you are holding this item, you are able to cast Message 


at will with a range of 1000 feet; but may only target a creature that is 
also holding this item. The spell reaches your target regardless of any 
solid barriers, but you are both required to speak loudly instead of 
whispering. The Walkie-Talkie has enough power to stay active for a 
total of 4 hours, after which it becomes unusable. 


Boombox 20 Small 1 Ib. This item can be activated or deactivated with an object interaction. 
credits While it is active, the Boombox emits funky music audible out to 300 
feet. Any ooze creatures within 10 feet of the Boombox are rendered 
friendly towards you for as long as the music remains audible to them. 
The Boombox has enough power to stay active for a total of 1 hour, 
after which it becomes unusable. 


Pro- 30 Tiny 1/4 |b.  3rd-level This item functions exactly like the regular Flashlight, but its bright light 
Flashlight credits warlock can penetrate magical darkness or invisibility. It has enough power to 
stay active for a total of 10 minutes, after which it becomes unusable. 


40 Small10 lb. 4th-level This item can be used as a set of Thieves’ Tools. A creature making an 

credits warlock ability check with it can add their proficiency bonus to the roll even if 
they’re not proficient with Thieves’ Tools. In addition, a creature holding 
the Lockpicker can use it as an action to open any non-magical lock 
within 5 feet of them. 


Stun 50 Tiny 1 |b. Ath-level This single-use item can be thrown up to 30 feet away as an action, 
Grenade credits warlock detonating when it reaches the end of its trajectory. Upon detonation, 
all creatures within 15 feet of it must succeed on a DC 15 Dexterity 
saving throw or become blinded until the end of your next turn. 


Double- 50 Small 8 Ib. Ath-level This item functions as a Two-Handed firearm with a range of 30/90 and 
Barrel credits warlock the Reload property (2 shots), dealing 2d8 piercing damage on a hit. 
Whenever you use it to target a creature within 5 feet of you, the attack 
roll is made normally, and the damage is increased to 3d6. The Double- 
Barrel comes loaded with ammunition for a total of 2 shots. Additional 
shells can be bought separately for 5 credits each. 


Extension 60 Small10 lb. — 4th-level When placed on the ground, this small box can be opened with a bonus 
Ladder credits warlock action to extend a ladder upwards. Once the ladder has reached its 
maximum height of 60 feet, it falls forward until it collides with a wall, 
the ground, an object, or a creature. If it collides with a creature, they 
must make aDC 10 Constitution saving throw, taking 4d6 bludgeoning 
damage on a failed save or half as much damage on a successful one. 
A creature touching the box can retract the ladder as a bonus action. 


TZP- 380 Tiny — Ath-level This item can be partially consumed by a creature as a bonus action, or 
Inhalant credits warlock fully consumed as an action. It cannot be fully consumed once it has 
been partially consumed. A creature that partially consumes the Inhalant 


gains a bonus of 20 feet to their movement speed until the start of their 
next turn. A creature that fully consumes the Inhalant gains the bonus 
for 1 minute. After being partially consumed a total of 10 times, or fully 
consumed once, the Inhalant becomes unusable. 


CREDIT 


Artwork: Cover: Pietro Alessandrini (porro_puer); Anna 
Podedworna (akreon). First page - background: Siri Canis; 
character: Rythaze. Second page: Siri Canis; Magical 


Kaleidoscope. Third page: Gustaf Andersson. Fourth page: 
Nathan Box. Sixth page: Zeekerss. 


Watercolor: u/flamableconcrete, u/CamunonZ 
Design: u/CamunonZ 


